TREASURE OF TALON PASS” 


AN ADVENTURE FOR 2""-LEVEL CHARACTERS 
David Noonan 


One square = 5 fee 


In Treasure of Talon Pass”, the player characters explore 
эп ancient mountain garrison in search of a jade chalice 
термей to be worth а small fortune, But the pat 

the Jade chalice isn't casy, A dragon and its kobold 
minions have taken up residence in the garrison. and 
some undead soldiers from long ago still haunt its halls 
m 

Nor are the PCs the only anes seeking the jade chalice 
A band afore mercenaries known av the Nightlists are 
ater the chalice and they arrived at the dungeon o 
minutes before the PC», 

Treasure f Talon Pass is designed to take 2nd level 
character tod level. is full of familiar features ol ihe 
Doscaovs & DRAGONS? game. including traps, tricky 
beds an evil wizard, and of course, a dragon. 

Theres also plenty of room for a DM to aher and expand 
Treasure of Talon Pass to ох ongoing campaign. 


BACKGROUND 


Treasure hunters across the region have long sought a 
picce of jewelry known simply as the Jade Chalice, The 
‘Chalice the missing part of a finely carved set that many 
local lords mould pay handsomely to be able to display on 
the mante in thelr grand hall 

Recently, information has surfaced indicat 
йе was läst scen centuries ago in the Tower of Talon 
Pass. once stronghold of an ancient human empire. In iis 
heyday, housed soldiers guarding the nearby mountain 
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pass, But barbarians sacked it shortly before he empire 
Tell, and today only shards of brick remain to hint at ts 
former glory 

However, set Into a elf mear a waterfall on the edge 
ofthe mea a stone stalrway leads downward into 
the stronghold's basement About six months ago, a black 
dragon named Skatharilarn found the subterranean 
‘ction and decided that would make a comfortable 
her In the mountain than black 

with a train of kobold ser 
‘ants and a mercenary human mage, Skatharilarn cleared 
‘ut most ol the dungeon, leaving only a few undead sol 
‘hers dite (and a few secret passageways he has 
discovered ye) 

"When the adventure begins, the PCs have just arrived 
in Talon Pass and discovered the entrance to the tower's 
basement. The Nightfist ore mercenaries, following the 
same Information, arrived es than an bour earlier. Now 
they're pinned down in room 3. getting ready to make 
another assault on the kobold in room 4. 


ADVENTURE HOOKS 


Any adventure hook tat getsthe PCs to the dungeon 
entrance and clues them in to the presence af the Nighi 
orcs will work: For example: 
+ The PCs come across the aftermath ofa battle between 
the Nightfist ores and a caravan heading up the 
to Talon Pass, The sole survivor from 
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them the story ofthe Jade Chalice bere expiring in 
classic pulp fashion. 

¢ A ocal lord hires the PCs to retrieve the Jade Chalice, 
warning them that a rival lord has hired ore mercenar: 
рано It first 

+ The ghost ofthe jade carver who made the chalice 
appears to the PCs In a dream, telling them to retrieve 
the Jade Chalice, warning те consequences ifthe 
‘ores ри their hands on it 


Level 2 Major Ques 
the Jade Chalice from H 
än extra 125 XP. 
Ifthe PCs were hired to recover the chalice, their 
employer pays them 260 др for ts return, От they 
‘ean sell і för that price, or perhaps hold onto... ich 
yo сап encourage them to do if you want it to become a 
significant hem in your campaign. 


MINOR CHARACTER HOOKS 


In addition to implementing one ofthe adventure hooks 
listed above, consider using either or both ol the minor 
character hooks below. Adding a personal investment 10 
an adventure makes й more meaningful for the charac 
ders and ean draw their attention more effectively than 
any monetary reward. 

$ An ominous vision has appeared to many servants of a 
denny affiliated with опе of he characters in the parts. 
In this vision, undead beings beneath Talon Pass. long 
forgotten to the world, have recently been awakened. 

Level 2 Minor Quest: Ifthe PCs defeat all the 
undead creatures in rooms 2 and 9 мат each PC an 
extra 25 XP: 

з An evil mage named Haree! Vaar is wanted in connec 
"on with several thefts over he past few moa, One 
tthe PCs has accepted a commission o hunt this man 
down and return him, alive, to civilization. 

Level 2 Minor Quest: Il the PCs rt 
Vaar to any town or city он killing hin 
each PC an extra 25 XP, 


GETTING READY TO PLAY 


Other than spending а Ше time looking at the monster 
and trap stat blocks, and rev 

covers of this booklet. you dat need any special prepara 
lon before running Treasure f Talon Pas. 

Af youre using Treasure of Talon Pass as а stand alone 
adventure yon can give the players the character sheets in 
he back ofthis booklet. Each two page sheet describes a 
regenerated 2nd level character, 

H youve using Treasure of Talon Pass to start a new сат 
ign tell the players to make 2nd level characters. They 
can have any reasonable amount of ordinary ср 
Plus one 2nd level magic em and one Тест magic tem 
per character. Each character also has 20 gp in cash. 


Ihe PCs successfully recover 
eel Vaar, award each character 


Marcel 
award 


oftreasure distribution described inthe Dungeon Master 
Guide". You'll need nine treasure parcel in addition 
to the Jade Chalice, which is an art item worth 200 gp. 
Yau can use the list of parcels below or you can стени 
your own using the rules in Chapter 7 ofthe Dungeon 
Masters Guide 

youre using the “wish is suggestion nthe Dune. 
Masters Guide, you can assign magic hems based on those 
lists. Otherwise, select magic ems from the Player Hand 
ok appropriate for your characters and the adventure, 

Parcel 1: Magie tem. level 6 

aye 2: Magic hem, level ру 

Pavel 3: Magic tem level 4 

aye 4: Talon amulet (new magi Hens ee page 20) 

Dos yo 100 gp gems + 90 gp. 

ore 6: Two potions ofheuling + 70 gp 

Parcel 7: 150 gp + 2005р 

Pareri іон + 40 gp 

Papel 9:30 gp + 300 sp 


Treasure of Talon Pass employs the “parcel” technique | 
| 
| 


‘Once you've assigned magie items, apportion the treasure 
Parcela to rooms as gren be 
Room S: One parcel | 
oom 6: Two parcels 
Room 8: Three parcels 
Room 9: Two parcels 


Room I 1: The Jade Chalice and one other parcel 


ROOM SUMMARIES 


Sce the encounters on the following pages for more 
detailed descriptions of each оош and is inhabitants. 

| Entry: This chamber is empty, but holds potential 
elmes för the PC. | 

2. Infirmary; This room holds several undead rem 
nants ofthe dungeon’ former inhabitants. 

3. Prison Chamber: Most ofthe surviving ore merce 
заеха here, readying to attack the kobolds in room 4. 

ч. Pillared Hall: The kobolds have pinned down a lone 
öre in this room. 

5. Sacrifice Chamber This secret room holds a trap, 

as shaft leading down to room 8. 

6. Kobold Sa The kobold leaders ir here, 
garding the stairs down to room 7. 

7.Statue Room: This room holds a nest ofspiretop 

ses and wo guardian cont 
i Dragon's Lair: The leader ofthe 
denizens Iives in this natural cavern. 

9. Officer Quarters: Three more undead lir here. 
Iring in svalt för living prey: 

10. Hall of Champions: This anteche 
by an imp and three iron defenders 

11. Test of Valor: The final chamber ofthe dungeon 
‘holds a small gladiator pit overscen by the cruel mage 
Hareel Vaar. 


исо current 


aber is guarded 


ROOM I: ENTRY 


SETUP 
n 


When the PCs first descend the stars, read: 
Ти, stome chamber has an nct set of double doors bu he ast wall 

and asee of double door hanging rcr from a single hinge om 
the wet wal Theres a aeti mt qf stone and jagged metal debrisin 
Beguine corner 


TACTICS 
тену нейи (fight ere; but the PCs can gain some 
hes that will heip them nter rons Iso pos 
sible hat dhe PCs wil retreat here fhe battle in room З 
docuit goth way. 

This rom is also a good place о establish the common 
pieces of dunge 
th hough the adventure. See the Common Dun 
коо Elements section below. 


dressing” that the PCs will be dealing 


FEATURES OF THE AREA 


Illumination: None. other than what the PCs bring 
swith them. 

"Western Doors: You dont have to be a геп genius 
to realize that someone busted these doors open from 
Inside this room. They're hanging outward, so the damage 
жаз done by someone trying to get out of room 1, not into 
CA character who makes a DC 15 Perception check 
notices that the splintering on the doors is fresh someone 
broke these doors down less than an hour ago. 

Eastern Doors: These ironbound wooden doors are 
still intact. Judging from the darkness visible at the bottom 
Crack ofthe door, here's nothing illuminating the room 
beyond. And no sound either. In crude Draconic char 
acters, painted across the door in red, isa single wor 

Dont (The kobokds want to make sure they dont wind 
up fighting the undead) 

Wreckage: The rubble in the southwest corner con 
мых oto al the spinning blades pillars found in room 
S excepi the kobolds “disabled” these pillars when they 
rived IE PCs spend tme му through the wreckage 
they lear the following: 

"e Many ofthe stone pleces have a gently carved, curved 
surface 

+ The metal parts appear to be some sort of hinged and 
joined armature 

+ There are pieces ofa metal blade amid the wreckage 


Ifthe PCs examine the wreckage they gain bonuses when 
they have to deal with the intact spinning blades trap in 
E rooms. 


Ж я 


COMMON DUNGEON ELEMENTS 
The following elements are present in room I and. 
throughout the dungeon, unless otherwise noted. 

Floor: The floors are flagstone Шез-а mix of Loot 
square stones and Loot by 2 font rectangles 

Walls: The walls are masonry facing with a mix of 
dirt and stone behind them. Unless otherwise noted it 
requires a DC 20 Athletics check to climb a wall. 

Ceiling: All ceilings are 15 fect high, with stone but 
tresses supporting wooden planks. In a few places on the 
upper level, the planks have rotted атау, revealing a mix 
dirt and stone above. 

Doors: The ion bound wooden doors require DC 18 
Strength check tø fore open. They are hinged to swingin 
both directions. 

"Stalrs Theyre all steep enough to constitute difficult 
terrain when moving up. 

Ambient Sound: The waterfall outside the entrance 
can be heard as dull noise throughout the dungeon, 
although it oom I that PCs will have to 
speak clearly to be heard. 

Moisture and Temperature: Enough mist from the 
waterfall blows in that the upper rooms (1 through 6) feel 
damp and have occaslonal patches ofcondensaton n the 
walls and floor The downstairs ts noticeably dre, except 
Tor room 8, which hs ts own water source. All the rooms 
äre a le chilly-about 50 degrees Fahrenheit 


Encounter Level 2 (660 XP) 


Setup 
The undead here. once soldiers wounded in battle. wal for 
förtber ordery that will never come. They do not leave the 
Infirmary willingly but will defend it to the death strictly 
interpreting the last orders given them. 

unter Inchudes the following creatures, 


Unless the characters loudly converse or make other obvi 
encounter. The pack zombies have a passive Perception 
score o 10. and the wightyhave a passive Perception score 
чи 


Mihe PCs first o 
Remnants of wood and cams rarer scare acros the 
floor. The chamber continas t the cast turning south beyond your 
aghe Ine. Theres also a domed stairway in the southern wall 


When all PCs are in the room, or when a brave PC 
walks more than 20 feet into the room, read: 

The door doses and locks of sown vol. And you heur huffing 
foosteps coming from he southeast Los of ing бр 


the PCs first open the secret door 


vo cone crete stand at tention next to a hgh table n 
enter Qf the room ноу he eastern wall ead upward, 
ама door tset ov he northern wall 


[NCH Forde 15. Reflex 16, WI 


Immune esse polare Resist 10 necrotic Vulnerable rane 

Speed 6 

E Clow standard st И 
ТЕС т damage, and the target loses I healing 


2 ent + Neti 
ange 20; 6 vs бойо Me тона, damage, dhe 
син ane di 

Reanimation) + Healing. Non 
Ge Ipse serie 
MR шира ча дин dear 
ا‎ sectis uim 

4 Hore Мада sandr ere 2 E EE) Tear 
(Cort 8 17 ve WII 196 damage. and pe pre? 


иа Languages Common 
Se Arcana ол 10. - 
зок Decet Wenn 
Сем © мру Сыбы 


10 Pack Zombi 


Level 2 Minion 
ые!) Senses Putin +0; davon 
AC Forte 14, flex 10 Wi 1 
Siam standart 
I AGA davan. 
Pack Attack 
"A pedonbi aioe bona to Rs atack ro tl sje o 
Seaton other pack one 
CE Lurching Series ete митис encounter! 
кро ges automatic when повіз adjacent 
oa pack somble by mele aac Te pack zombie = 
esed and the damage dal to be пе 


Мет Е 
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Tactics 

“The pack zombies rush the PCs en mase 
from the east. They ty to surround one 

or more PCs cutting them of from any 

Comrades still outside the door and fore 

img them domn the stis ward t 

lover chamber. 

‘On their Печ turn. the deck 
ight move to the vo dors separating 
the southern area fr the northern ex 
ton, One opens the door Into the area 
ceed by the PCs and nes hori 
eae. then grave bot. 

The ocher desthlock wight wats for 
a round after opening the double doors 
"ben proceeds quietly down the wide 
hallway ta attack the character rom 
behind. Сааба in me, ns wight , 
unleashes orf visage, then flees bark 
to is comrade. 

Ifthe PCs come through the secret 
door from room З then the wight split 
up and тип for the o doors during their 
först тшгп and the zombies come from the 
eastern airways during round 2. ё 

The desthlock wight can't use their 
reanimation power on the pack zombies. 
bot they can бий do) use it om each other: 


FEATURES OF THE AREA 


Illumination: None other than what the PCs bring 
with them 

Floor Debris: The wreckage on the flor is composed 
uf smashed cots once used when this жал a hospital or 


Secret Door: А DC 22 Perception check is sufficient to 
notice this door hidden In the stonework It leads to ro 

3, and both secret doors are obvious from within the hal 
way between them. 


pr 


E 
H 
Н 
E 


ROOM 


PACK ZOMBIE 
Ån rare cases zombies who lived highly regimented Ives- 
such as former soldiers -retain a tiny vestige of that training 
in undeath These so-called pack zombies are more deadly 
than normal zombie minions, though just as easy to 
destroy 


Pack Zowtut. Tactics 
Pack zombies tack asa group, gaining the bonus from pack 
attack They ight to the death, usually under the command 
‘of some more ро creature. 


Pack ZOMBIE LORE 
A character knows the following information with a suc 
essel Religion check. 

'DC 15: Pack zombies retain a vestige of the combat 
training and teamwork they possessed in Ше, typically as 
soldiers or mercenaries. 

DC 20: Whether returned from death by foul ritual or 
sheer force of evil willpower, pack zombies defend their 
masters even at the cost of their own existence 


(SERA 
" ROOM 3: PRISON CHAMBER 


Encounter Level 2 (777 XP) 


SETUP 
the ore dredges are per öar he southern entrance 
эй, Hen in he tk he room athe wolves 
mear the noth, Hrimobl wats för the other orcs to b 
dage themselves before he pushes imo the room nl. 

This areca Includes the following спот 

1 ore berserker (0) 

gray wolves (W) 

ore drudges (D) 


Unless the PCs loudly converse or make other abi 
ous noise, all monsters are distracted at the start of the 
encounter. The ore drudges have a passive Perception 
score of 10, and Hrimohl bas a passive Perception score 
n" 


Ifthe PCs round the corner from room 1, read: 
Beyond the corridor you see a large. chrom wi rusty lcs 
hanging from the stone wall Te vaires and a pile of dead one bodies 
arena therrther entrance, and you can make out a couple of 
om the fan southern end ofthe room. But the long shadows cast by he 
‘org hint hat here are more perhaps a half dozen orso. 


Ifthe PCs first open the secret door from room 2, 
tead: 

‘Arnone wih grata says And hurry up wih the bandages!" беп 
sares atthe sownd ofthe secre door creaking open. The archite тет 
afore you has shades om the walls Walk reen the northern and 
жибит areas ofthe room fom your view 


Sense Perception O: ow ри 
AC lí Forinde 15. aller 12. WII 12 
E ve changing) 


Cu standard: ri # Weapon 
19 veAC S dama 

КОА С Cnt 

Зита) De ‘wie 100) 

бешен IBN нн 


p 


натон, Orc Berserker 
Inia У Sensor Pescpto 2 ow hein. 
HP 66: Mooded 33: ser амата 
‘ACT Forde lon 13, WA T3 
мв мде caring 
тенше standard: wl + Weapon 
Hr AG 12 4 5 damage eri 1012 + 17). 
Wars Surge tunduri, bl oniy ie ode encounter) 
+ Healing, Weapon 
The oc berserber makes e ele lack and regains 16 Mt 
рәш. 


Aner Clootcesl Languages Common, бин 


КАЛКА "6 
SUIN бөз мао 
Con 16005). In) p 
Equlpment leather amor. prestane 


Level 2 Skirmisher 


‘Senses Perception тісні eon. 


HP 35 Bloodied 19 
ACT; Ferlüde 4, Reflex 14, WN 13 
s 
Bie tnt) 
"ТАС М > 1 damage. or 206 + damage sine prone 
E 
coni 
"ile рау llus combat advantage apte aget the 
pinhani шынаа 
ate = 
Deed wenn 
тез 1001) 


‘Aigner 
E 
Gon) 


TACTICS 
The ore drudges immediately charge into the ray. getting 
Into mele combat wth as many PCs as possible 

loa and фи wolves maneuver tthe side or rear of 
the group, looking for Tanking opportunities The wolves 
work together o knock a PC prone 

Tirimohl and the wolves fight until slain, but the or 
rude Пес out of the dungeon  Hrimohl dies and the 
PCs outnumber the remaining drudges, 


FEATURES OF THE 
AREA 
М 
the middle of ihe room, and near the 
Secret Door: A DC 22 Perception 
check 1 sufficient to notice this door 
den In the stonework: It rad othe 
sunken chamber in room 2, and both 
om within the 


ination: The ores have dropped 


secret doors are 


badly rusted and 
" prisoner for long, 
They have slot för alles. but no locks 


are present. 
Corpses: The piles okobold and ore 


bodies atthe north and south ends of the 


room count as dict terrain. 


ROOM 3: PRISON CHAMBER 


ч 


Encounter Level 1 (550 XP) 


SETUP 

Ove ofthe öres ied to retreat and now crouches norih 
‘afte center pillar. He's effectively a noncombatant 
амор ім f prese) and it worth expert 


‘ence pots 
The kobold slingers are spaced out along the ledge, and 
the kobold dragonshiclds are in the eastern chamber 


This encounter Includes the following creatures 
1 ore berserker (0) 

3 kobold slingers (S) 

2 kobold dragonshields (D) 


The slingers have a passive Perception score of 11, and the 
dragonshlelds have a passive Perception score of 12. 


w 


the PC reach the northwest doorway read: 


Kobold stand atop a 10 footladge om the southern wall hiring 
Sly and staring лана. Pres agus the northern ee ofa 
central pilar isa ed or ying to avoid rhe sing sones Thee’ 
another etn northeast part of he room, and up on he ledge a 
ure heads south 


poc 

Dass WS 
Errem 

(GU Sling (standard; at will) + Weapon. 
pepe 

E a leer terme certum Foo 
слон і I round of each yp pk 
Sot deci pedal cack tan so 
paris опара чат 
Sape tegis poy stek råa bo di 
Farts Trp cn re ear má 
дүн rents ne end 


satya 
Trap Sense 

The bold at +2 bonus tal fers oat ap 
Arent it” Languages Common, Dixon 
She res а Seat 110, Thievery +10 
E Denn) Wie Ot 
Con HÖ ten) EC 


Equipment leather amor dang sg wh 20 bulle эл 3 ronds 
‘pect shot re bene) 


AC HFortode 14, Reflex 13, WIN 13i tee йо wp seme 
пани 
З Swed іно Weapon 
SAC "У ama мк the target к marked vl he vd 
ish hd dragon nes turn 
rapid Tce ed ato, when en adjacent one 
"if away or an ene mores att at 
The kobold dragon чый 1 quate 
манза 
The hobo deque gun a °1 bonus 10 attack per 
ot aly adpcent toten 
yoo ol 
The kal sits 1 square. 
Trap Sense 
The eld gam 12 bores al deer spit or 
Aone Languages Common. Draconic 


Se Arana, шыйк 17, Thievery 7 
Sete безе маош 
кати о deseo КА 


Equipment scale amor eae hi 


övade Sees Perser 


HP Cabot ит 
Cts torte Rac WI 

ыш dun 

ran oh + Ween 

RS S damag тя 
4 arta ig a wie oc) 
Se eee AAT Ei pv ER 


ges 
Chalet Languages Common. Gam 

prn 

Pr 

Web» воі Quien 

iue der aros prm 

ТАСТІСЅ 

The kobokds stay on the ledge and use the lings show 

Inga warning ot toos ns te PCS appear, Bach caries. 


{he speclal shots of ammunition (one of each type). and 
they prefer to ase these ony against foes that do not hie 
The дерә» spend their ist turn opening the 
Tom the eastern chamber and moving down the 


balles 


The deagonsields fight until slain. He dragonshicids 
both fall. any remaining slingers flee to room б, 


FEATURES OF THE AREA corner enables the koboldsto climb up to the ledge that 


runs along wo sides ofthis chamber and across he south: 


here fsa torch ln a wall sconce onthe ry edge ofthe area that contains the pllars. 


Illuminati 
eastern side ofeach column. 

Ledge: The ledge i 10 feet off the ground. It takes a DC 
20 Athletics check and 4 squares of movement to get up 
onthe ledge. 

Broken Column The casternmost column 
has collapsed and lies in rubble om the floor (dif 
ul terrain). The ceiling sags somewhat but 

remains sturdy, 

Secret Door: It takes a DC 25 
Perception check to spot this 
door hidden in the wall 
masonry. И leads to room 5. 

Ore Berserker: His 
statisties are identical, 
Trimohi he ore present In room 3). except that 
he has only 10 hit points eft. He's Just tryin 
рч ош alive and wll flee through the northwest 
allway as soon as the passage looks clear. He 
will attack if cornered and will use his warriors 
ye possible to regain hit points: but hes 
mot worth any XP ifhe Is engaged and defeated 
before 


EASTERN CHAMBER 

This room has piles of furs, a smoldering cook fire. and 
= simple kitchen equipment, Ws the primary living area 
5 för the obolis The ladder in the southeast 


Encounter Level 1 (500 XP) 


SETUP 
There are ne monsters in his room, justa rap and a wand 
magical fle. 

Th encounter includes the following бі 

1 spinning blade pillar trap 


When the PCs emerge from the corridor, rea 
There an obvious på rar the middle of hs room, a simple stone 
“ш along the noth wall and glowing, glass cofia propped 
‘aright in the northwest and northeast corners. ВИНУ owing mist 
ss inside each coffin. 


lates rise out of hidden compartments ond spin libre 

chamber. 

Tap: A spinning blade pilar aes rom the оо and spins tke» 
"op moving te speed ma random direction andl then atch, 
атара K wanit move Over ih pit or ot the rom. 
Special: the chorion examined іо room 1 
‘hey gan 2-2 bom co all skill checka related o this ap, 

Perception 

РВЕ Me character notes trigger plates around the 

ADC 2: The character notices the hidden control panel 
concealed along the wall immediately north of tha entrance. 

мйнез? Speed 


When a character moves into a trigger square, the pilar es 
those for ues and 


Standard Action Close burst1 
Targets Each creature in bust 

Attack +10 v AC. wo тара 

Ht: 3513 dommage 

be spinning blade рй moves into a Large or smaller 
characters space, It pushes that character I square and 
knock the character prone, 

Countermeasures 

‘Upto tu character: can engage In a kl challenge to 
чне the control panel. DC 22 Thievery. Complexity 
3 (8 successes before 4 frs Success disable the ap. 
Faire силе the spinning blade to at tice i dhe une. 
(make a second nati oll for she tap 

4 Characters cor attack the sping blode gälar (AC 18, 
other defense 13: hp 110: resist $ all or the control panel 
AC 16. other defenses 13:hp 70: resist 5 э, Destroying 
either Gables the entire vap. 


FEATURES OF THE AREA 


amination: The glowing etn brighily 
‘everthing in this room: 


pem 


Shaft: A 30 bot deep vertical shafi connect this room 
to mom $, opening above the pool. Anyone lig from 
above takes 2410 damage (be water cushions the ба bil) 

Altar: Мора small shrine (not depicted on the map) 
Leste treasure noted below- the last offering anyone 
made before this fortress fell. 

‘Coffins: Any damage will break open а coffin, releas 

tr spirits from within, These spirits lok 
ke humans dressed in ancient robes and are neither 
sentient nor hostile, Any attack ораны » glamor spirit 
automatically hits, immobilizing ог I hour. The attack 
ing creature Becomes immobilized (ave ends) and takes a 
2 penalty to defenses for the rest ol the encounter. 

Any relessed spirits wander about the room 1 
round, then float down the shalt. Гапу glamor spirit 
descends through the shafi, the PCs hear a roar (rom the 
dragon below. a gurgling sound. then silence, 

The glamor spiris are worth an additional 100 XP if 
they are released. since heir presence makes dealing with 
the trap more difficult the characters elect not to break 
open the coffins, they likewise earn an additonal 100 XP 
tor thetr discreto. 


ingihroe 


TREASURE 


One treasure parcel sits atop the altar in his room. 


Ж... 


ROOM 


 bloodied or ifconfronted 
2 onthe ledge. 


Encounter Level 2 (650 XP) 


SETUP 
The wyrmpriest leader othe kobolds ves here alang wih 
я ede of bodyguards, or kool праві 
any slingers retreated from room 4 they more up onto 
the Wedge and анас from there 
This encounter Includes the Plowing тени. 
1 kobold wyrmpriest (K) 
4 kobold dragonshiclds (D) 


The wyrmpriest has a passive Perception score of 14, and 
the deagonshiclds have a passive Perception score of 12, 
Many battle took place In room 4 within the last 10. 

tutes or any slingers retreated lo here). they're all ready 
föra fight 


When the PCs first descend the stairs, read: 
"The sair ead dor into a mostly empty room. A cutn cosa 
halbvay hending wet and isd passage lend west beyond is 
тонау well Too kobolds stand in he middle of his room, on guard 
th swords and shields S 


When the PCs reach the western part of the roon 
pur: 

‘lade loads down of the edge bo this room fillofskandsof 
broken etur some fit piled i heaps om he fiser. A stairway m he 
rr corner leads downs. 


HP 36; ва 15 
See page or all tai. 


Tacrics 

The wo dragons 
е сиети sect ne 
‘ey all back through 


the curtain, attempting to 
re the PCs Into a trap. 
The other two dragon 


shields walt on either side 
ofthe short hallway. чер. 
ping out to lank Intruders, 


prm 
AC V Foriide 13, Reflex 15, WII 151506 aso rap sense 
p^ 

Spats + Weapon 

Tv AC M dara, 
2 Energy Orb santo il etx 

ange 10. eve Rie 1810 эы damage. 


Inte aiio encre 
Close burst Ор alle in the burst gal 
pos and shift Y square. 

“Dragon Breath (standard; encounter) see tent 
Close a ме Forte: + mag: al 

ку с 
The kobold shut I square. 

Trap Sense 
"The lobola geirs s 12 om й defers against пор 

[Ament Langues Common, Draconic 


‘Sle tent полету “10 
Sesto Deere wete) 
бепе md) Gata 


Equipment hide wer spade, bone mak 


FEATURES OF THE AREA 


{lamination lit lantern sits nar the southeast 
comer inthe easier chamber. The western chamber is 
dark 

Ledge: The ledge 10 feet offtbe ground. It takesa D 
20 Adietcs check and 4 squares of movement to get up 
om the ledge. A lader adjacent to the western edge of the 
ledge enables the kobolds o get up and doin easily 

Treasure: Twp treasure parcels can be found ina 
locked cabinet (Thievery DC 20) in the eastern room. 


The wyrmpeiest and 
any surviving slingers 


from room 4 move along. 
the ledge to attack PCs 
inthe western potion of 
the room They fall ack if 


ROOM 6: KOBOLD SANCTUARY. 


раді 


ROOM 7: STATUE ROOM 


Encounter Level 3 (750 XP) 


SETUP 
Maree Vor the mage їп room 11, anes thls room för his 
drakebreeding project. His drakes are kept behind a set 
капа berane Vaar thinke the glowing state wax 
disturbing hel sleep. Three ofthe drakes are sid the 
‘rained area in middle ofthe room. while the fourth 
сині A рг of arbalesters stands on the stage area, 
anco either side ofthe aue 

This encounter includes the following creatures 

2arbalesters (A) 

4 spiretop drakes (5) 


The arbalesters have a passive Perception score of 19, and 
the spiretop drakes have а passe Perception score of 13 
(and three of them are relying on hearing alone since they 
start behind the curtain). 


ARBALESTER 
An arbalester Is a form of homunculus, which sa construct 
created to guard specific places, objects, or beings. They 
теше no food or sleep, and they can maintain their watch 
indefinitely: 

Homunculi can understand fairly complex orders, and 
they follow instructions with no thought of self preserva. 
tion (unless, of course, they are ordered 10 avoid taking 
damage). 

айе more than a powerful crossbow bolted toa wooden 
chassis, an arbalester moves about on three articulated 
legs. 


ARBALESTER TACTICS 
‘A homunculus can be attuned to a specific area, reatu 
‘or object, guarding i with its Ме, The homunculus gains 
certain powers and benefits in this guard role (as noted in 
its statistics) and singlemindedly attacks creatures that tig. 
gerit guard conditions) 
An arbalester is often tacked with guarding an area. 
This area can be up to 5 squares on a side. I makes ranged 
is whenever possible. 


ARBALESTER LORE 
The following information can be obtained with a sucess: 
ful Arcana check 

DC 15: An arbalester is a particular type of homunculus, 
particularly well designed to guard a particular area. 

DC 20: As long as foes are present in the area guarded 
by the arbalester ts withering barrage of crossbowlike bolts 
continues without slowing. 


When the PCs first descend the stairs, res 


A fotu of a menacing warrior dominates he carter 
ate hs room Inthe center sa lying drake in front ofa set fear 
‘ais hanging from the cling eaten There? a бе 
behind fhe statue along the caster wall with a pair f rho е 
contracts sanding guard 


po 

ACI Forte 16, Rao WIS 

Immune оч poin 

Speed é 
Slr saan ait 
AG V 2 dame 

bette) 

Range 20140: 49 v AC: Md + 4 damage, 

Double Shot standard: recharge El зе ho gud re) 
The baie makes нос, eer apio Single 
target capt wo targets vin 3 squares вином 

Gand Are 
Ar testart othe arbalesters turn, fan enemy in ie guarded 
års the ін ual recharges ne double ior 


Sense Preston d dahon 


AC 16: Foröude 11, Reflex 14, Wi 13. 
Speed y 8 her see sko flyby attack 
te tani) 
ES 
O Sameh (standard: | 
"dv ele 1 damage, and the prop dle sel 
“jetta the target chats vl ali or coin, 
+ by Attack anda at wl 
The чер drake Пел up to 8 squares and makes one melee. 
ske attack at му po during пт The drake 
sos promote ороду ts when rmi уні 


Target of e atack 
кран snes м 
SEM) Dee ми 
ылар шин GG 
Tactics 


The arbalesters don't leave thelr posts өп the stage. con 
ining to fre as long as they can see any РС. The area 
‘cach arbalester guards ls outlined on the encounter map. 

The first spireto drake engages the PCs immediately, 
and another one fies out from behind the curtain in cach 
эйзи ponil ANE Ue drakes act м the same point in 
the initiative order 


FEATURES OF THE ÅREA 
Illumination: This room Is it by braziers (as torches) In 

pe 

candi in the cast, 
Stage The ledge is безо ground. It takes DC 

20 Aces check and 2 squares of movement io get up 

om the lodge E PCs use the statue äs extra handholds and 

tots, the Atte check DC drops 10. 

Nen The drakes emerge from a nest thats blocked off 
from the rost of he soom with curtains, The cuter 
I comcvalment but are destroyed by even I райо 

damage 
‘Sate The statue set into the edge menacing 
humanokl in splked plate mall and a hel that covers the 
fuc Made of a swirling green marble. t glows sf. 
“Tapestries: The large арену along the western wall 
delet munberofarmored le wb swords aot 
le the statue) marching up асау таса tray 
оз white cast bull ona бш. The tapestries hanging In 
e northeast ad hast corners depict heraldryand 
Myou ever wanted he chance to пе that a noble 
fay your campaign had a 
Secret Doors A DC 27 Prepon check Is sullickent to 
косе ls door hidden in the stonework. Isa locked 
{thievery DC 20) and mone of the current pon диш. 
ens are found the door yet, much les the ey It ads to 
отот thesecret door i hidden in both directions, 


сз and northeast corners, and the statue Gs à 


i HALLways 


Two halls lead out of his room. 


The easter hallway has’ been discovered by the new 
inhabitants ofthe dungeon yet Ir dusty and unraveled. 
And it ends in a short stalrcase leading to а door. 

The western Бачу is the maîn thoroughfare of the 
lower level of the dungeon. Several dark. damp, ough 
hewn tunnels lead out ofthis Ба The to at ground 
level are dead ends, but he other two пі Бо about 
5 fet above the floor. provide access to other areas ofthe 
dungeon (specifically, tosoum В and to the eastern all 


way between rooms 7 and 9) 


ROOM 7: STATUE ROOM 


pis the dragon who lads the kobolds and pays 
Harumi Vaar very well for his services as a mage He usu 
xim the northeast corner ofthe room. 
following creature. 


ит has passive Perception store of 19. 


When the PCs first enter the chamber, re 
Two features dominate hts rooma poal of water n the center ofthe 
room and a black dragon that cogs tal inde 


Tactics 


Before using his breath weapon for the fst time, Skthari 
larn uses frightful presence. then spends an action point to. 
use bit breath weapon. As combat continues, Skatharilarn 
uses his breath weapon as often as he can, and he even 
ticks opportunity attacks if necessary to get into better 
position before doing so 

Dort forget about the dragons tail slash, and when you 
can use the push atthe end of this attack to put the PCs in 
the water. The more you can keep the PC in difficult ter- 
rain the more likely they are to be nicely grouped for the 
breath weapon. 


the PCs released any of the glamor spirits in soon 
5, then Skatharilarn begins the battle without his breath 
weapon. which was used against the spirits but has 
recharged yet. Roll recharge normally for i 

as battle ie more fun Skatharlar moves around. 
even het is tactically necessary for him to do so. 
Remember that as a Large creature he сап move through 
the squares of Small creatures. 

Skatharilarn Digs until slain Пе pursue fleeing PCs 
unless hes bloodied, In which case he remains in his lair 
"o ick als wounds. given the chance för а short rest, be 
expend his only healing surge ond regains 30 hit poires 
Mihe characters flee and return the next day, he regains 
another 30 hit poins. 


FEATURES OF THE AREA 
m 

illumination is what the PCs brought with them, unless 

they released the glamor spirits in room 5. If any of 

the spirits are down here. scatter them throughout the 

chamber, They're immobile. but they still shed light as 

a cande. 

Shaft: A vertical shaft connects this room to room 5. I 
the PCs descend from room 5, they fall or climb dawn into 
the but depth of water in the center ofthe pool. They 
take 2410 damage if they fall the water does cushion the 
blow somewhat). 

Pool: The water is only 2 feet deep, but that's enough to 

ical terrain. 
ие: Three treasure par 
cels ae hidden (Perception DC. 
15) in alcoves high on the north 
all 


nation: Skacharilarn sits in the dark. The on 


Spent iy any нан? 
өши иин + nd 
ss anda) 

anet Bs у mage 


‘Double Аид andi to 
{Ti Shane ec when ane Ades бе 


рр 


li Weapon м 
оа Breath reson st bi scone Aad 
es 
< Cloud ot Dress at ы ETAT 
som 

a oja remet dag ут 
gh Pesce (ан пане ® Fear 
‘Ace Te get 


lates pny uo klack rods am ords) 
Й Languages Corio, Draconic 
КОТАК 
ses Dein мица) 
porrecto 


а 


Encounter Level I (600 XP) 


SETUP 
The door at the far end ofthe hallway Inside thls room is 
halfopen: huring the character into a trap. 

Nothing happens ud ihe PCs open one ofthe doors n 
he hallway, Then the undead aac 

his encounter Ince the loving erature. 

I тш) 

зві) 


All he mead have passive Perception зе 


When the PCs look down the hall, read: 
You sata shadow f movement ft across he halfopen dor 


When the PCs open any door, read: 
The doors along the side of hal fly open! Behind the eastern 
and western doors are cadaverous creatures of rotting flesh with lol 
ing tongues and fral yo Then a shadowy preece floats rag 
e door to he nore grasping bor hunds cused. 


Level 5 Soldier 
Senses Perception dion 


змее 8 


porem 
[AC Ford 18, Reflex 20. VAR 17 
mine den prea сс a 
Denes rand et 
TAN va ACs 196 dag nd the target и blind eave 
d hale Bite rani tt) 
Target must enabled, nnd о Туз AC: 
Ро радарів 
Languages Commen. 


К 
К 


Level 5 Lurker 


умы ПО Sames Prepon dion 
Hi dd 18. 
Regerecaton 5 be wrath tke radiant damage. пит 


ted un the ofthe rah et n 
ACT Forde 13. Reflex 16, WH 14 
esse ene pel Re 10 cr ant 
lessble adn ese een ab 
JOY © hoe paying; se не dado ir 
Shad Touch tna ar wl) e Neca 
is Fio дт Armco Gunga oe torpet 
salen Gave sadel 
Combat Advantage # Necrotic 
Tere Sui ects утри билик ely get 
ا و ی‎ 


"ROOM 9: OFFICER QUARTERS 


Shadow Ge (move encounter 
nemini 

Spoon Wat 
Any human ile by a wath s ele wrath a 
heart of ns тешр ret tr appearing the pace where te 
ейи nthe нин р gh la catu 
ting th Raks Dedi des t dq міни wrath, 


Chait el Languages Common 
por 
Seat) Deme) wre 106) 
pM ашм 
Tactics 


The wraith uses phasing to pop In and out of combat 
throughout the encounter. I stays away from any PC who 
has a light source unless it сап ambush that PC alone 

The ghouls gang up against a чийе PC f possible 

Al three arden fight until slain. 


FEATURES OF THE AREA 
п 

wth them. 
Door Ты дөге мін 
Treasure: Two treasure parcele can be found ina 

locked cies (Thievery DC 15) in the northern room. 


iminatioc: Nae bhi Ui hat the PCs bring 


LY 


Encounter Level 1 (600 XP) 


SETUP 
Theron defenders mindlessly parl the room, while the 
ар watches and lens the door 
мак оине ineludes the following creatures 
Пор 
3 iron defenders (D) 


‘the np has a рові Perception score of 18, and the Iran 
defenders have a passive Perception score of 16. 


When the PCs first open the door, read: 
Toth ght ofthe dor rubble strewn стос the floor partially Boks 
alfa side chamber Ahead to бе north isa double door sti 


wing ardor and another. anger chamber to the west. A iny 
‘eyed humanoid fiers nervously bn the northeast chamber 


"iine "S 

po 

AC Tori 1 Reflex 15 Wa 15 

fest re 

Speedy oe) 

вне ичн. ari 
peo 

Fl ing anda ruts брав + Ронан 
"ar АС 18 3 damage, and the mp makes a secondary, 
Sick oi the same ge Sean Atta: 15 fete; 
target tates ongoing S pase damage aed ply to 
Wat deena ords both 

nih sina on 
ice eco ile un the or ol i me tum orum 


Öve square 5 fee 


ROOM 10: HALL OF CHAMPIONS 


‘Ament Languages Core Sera 
‘Ske Arcana 19), ты! ҮЗ, Se 2% 

КАШ 
pom 


Senen 
par 


Wesen 
po 


WP edid 23 
NC Голін 16, flex 15, WM 13. 
neve pom 


Sense Perception danke 


"E AC 1h 3 dina 
‘Hard Creature inet cta wen an nant enemy 
aod e ima 
The io deende moles abite attack agains he emer 
Porc and Attack 
‘hens топ lender makes an eppctunty atari 1 
име before or ice attack 


Plenus МЕ 
ИСА 
pu шмш КЕ) 


TACTICS 
The imp wants о ке the characters across е difficult 
tera to the northeast part ofthis chamber. Алоо 
{atleast to characters have come after i, the imp flies 
through arrow tunnel near the ceiling that crosses the 
entra hallway and also provides access to room 11. 
There it commands the three iron defenders hiding 
around the corner to charge in and attack: 
The iron defenders ight unt slain, bt ері 
іон Пиз back Into ts ao tunnel and nto room 
11 to vara Harel Var 


FEATURES OF THE AREA 


below) 


Miumination: The archway бе 
sheds light as bright ava lantern. 

‘Archway: Over the double door Is tone 
archway made of the same glowing stone as 
the statie In room 7. Inscribed in Common 
äre the word End it with valor” 

Debris: There used to be green glowing 
statues throughout this room, but they're just 

slowing wreckage now 

Frescocs: Rimning in a band around the 
perimeter ofthe room are a series affresco 
portraits on the walls, depicting champions 
from long ago. H you want to provide a con 
section to your ongoing game. fala face 
or name among the portraits will suggest that 
Someone in your campaign word knows about 
tkis place- and perhaps did battle in oom П. 
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ROOM Il: TEST OF VALOR 


Encounter Level 3 (750 XP) 


SETUP 

Win he encounter starts, he human mage Haree! ior 
W urcen In the upper part ofthe room. The decepit 
Aloe äre Concealed in a cell underneath the western 
ledge he им dresse ла с ete 
northern ledge, and the blazing skeleton is under the cast 
n edge (The creatures n the cells are not берса om 
the map) 


This encounter Includes the following creatures. 
5 decrepit skeletons (5) 

2 guard drakes (G) 

1 blazing skeleton (B) 


Harel Vanr has a passive Perception score of 15. The 
other monsters are locked in ther cells and dent perceive 
anything unas their turn to fight. 


When the PCs first open the doors, read: 
Beforeyou св square room wrth spikes st nt Дону 
Khe room opens ан нау алй see the extent ft upper 
Teaches from here you are 


Once the PCs are all inside, read; 
A potas drop right behind you. and a ril loei wice 
‘ays On behalf ofSkacharlarn. welcome to the Test of Valor Cam 
om win hejade Chalice? I think not Then the western al sides 
Town and seins pur oua. 


Haree! Vaar, Human Mage Level 4 Artillery 
Modum ara humanoid Er 
e t4 Senec Penn 

HP Mood 1 


AC 12: Forino 13, Reflex WS 


Sead 
[e 
bore dage 
мана vw) oe 
aget ov lt nag 
зу ing undoes Ug 
толоо ы 
ЕИ 
t Taine buen biarin еншш de 
Раа АЗН 


Aga fy languages Common 
Sica Y 

Sewn Der 00 кати) 
безе» юв сто) 


5 Decrepit Skeletons Level I Minion 
шани бета Perception dahon 
Ta те stack never damage a minion, 
porn 
 ongsword tanla, ai) + Weapon 
16 v ACA damage 
Shor anand a) + Weapon 
Ranged 15/30, +6 AC, ате 


‘Aone Una 
SEIEN ^ De) мз 
беп) mA) КО 
p 


lazing Skeleton Level 5 Artillery 


ery Aura Fine) aura Van care starts 8 turn In rhe ura tale 
AC 19; Fortitude 15, Reflex 18. WII 16 

peus j i 
КеП 
Blazing Claw sada ae wil) + Pre 

"Буу АШ 198 дити and ongoing S fre damage ae 


ome Ov sacra + För 
Ranged 10:8 v felle 204 1 4 re damage, nd ongoing S fre 
damage ve ond 


Ament Uline Languages 
ыз ben tee ки 
р шш seo 


2 Guard Drakes 


тето 
ACIS Forte, Reflex 5, WII 
дани aie Wit ses a 


porn 
p 
enc im 
Fe 

Грота ange 
SC oe wer 
pur 


Tactics 


Rol initiative för 
even though most of them wont act for a few п 
Four ofthe decrepit skeletons engage in melee imme 
ately. The fifth one lingers near the ell door and uses his 
shortbow instead. 
Harel Vaar releases the two guard drakes on round 2 
and the blazing skeleton on round 4. IF any Ps get out of 


De monsters when the battle begins, 
nds 


the pit early, Haroel releases all 
remaining monsters then turns 
his attentions to the схе 
Characters. 

Haree doesn't reveal himself 
right away, but taunts the PCs 
онуки he bat. Roll initia: 
tive for him at the start ofthe 
glu: his presence In the Initiative 
order reminds you to taunt the 
PCs or cheer on the monsters a 
least once a round, 

‘On round 6, Harel Vaar steps 
tothe edge of the pit and casts 
her thunder burst or dancing 
lighting he cant place the 
thunder burst without hitting one 
of his allies) In later rounds he 
Felies on magie isle 

Tibe imp from room 10 sur. 
ме he stays close to Harel 
Voss attacking only to defend the 


mage 
Alle monsters fight unc 
shi They dont leave the battle ри. 


THE REWARDS OF VALOR 


Not content simply to allow the combatants’ own prowess 

to determine the autem of battles here. the förmer occ 

pants imbued this arena with certain magical properties 

{that atthe fates of hose within. 

ach time а char 
critical i becomes bloodied, or reduces a foe o hit 
1 146. Add 2 the triggering creature's is 

iy erature in ihe lower pit area) 


tet or creature in the pit scorsa. 


1 ou teleport into a randomly chosen unoccupied 
comer althe it 


23 You and each of your alls regain 1410 hp OF 
bloodied or take 1410 damage i nat bloodied). 

45 0 You and cach of Jour allies gain a +2 bonus to 
ack rolls and skill checke until the end of the 

6 Yougalnan extra standard action, which you 
ris use before the end of your next turn ortis 


host 


These äre treated as mediate reaction effects. Only 
characters and creatures on the lowest level ofthe рї can 
trigger or be affected by these effects. 


FEATURES OF THE AREA 


ination: A magic chandelier, chained to the 
ceiling. hangs 30 fet over the pit and provides bright 
illumination A PC can take a standard ation to lop a 
торе over one of the chandelier arms, the climb the rope 
ät half speed with a DC 10 Athletics check. A PC at an 
litude at least as high as a ledge сап make a DC 15 Aero 
Daties che to that ledge 
Portcullis This iron portcullis requires a DC 28 
Strength check to force upsvard enough för someone to 
squeeze underneath 
"Pit Walls: Climbing the 10 oot high ри wall requires a 
DC 20 Athletics check (or DC O if dlimbing a ladder) and 
сап climb the spiked 
led check deals 


4 squares of movement. А charac 
айк instead (hls DC 15) but f 
1d6 damage to the character. 

Spiked Walls; Any character pushed, pulled, or 
sd Into a square contain spikes takes an extra 146 


ik Bridge: These rickety wooden planks can bold 
‘yp to 200 pounds before breaking: a fall deals 1410 
damage 
tars: The middle level ofthe room Is separated into 

«йи small sections by stout wooden bars (Strength DC 23 
to break). 

Ladder: Haree! Vaar uses the Ide lying on the top 
level to gt down to the middle level 

‘Levers: Along the north wall ofthe upper room are the 
levers that control the рос and the moving walls 
Flipping one is a minor action. 

Treasure: Near the lever а display case holds the Jade 
Chalice and one other treasure parcel 


à 


2 


ROOM 11: TEST OF VALOR 


) 


CONCLUSION 

‘With Hace Vaar defeated and the Jade Chalice in PC 
hands, he adventure Is over. Unless the PCs actively seck 
out eneounter they hyped they depart ie dungeon 
with по further encounters and thelr rip back to civiliza 
tion is Шатне unevensful 


EXPANDING THE ADVENTURE 


The eases way to expand the adventure Is to physically 
4 


make the dungeon bigger: The eastern walls of uon 
amd 9 are good places to add а hallway leading to whatever 
sort of room you ike, you want о play up the dragon's 
ai adl a few natural caves that connect to room 8, and 
put more of the dragons minions (and more of the drag- 
oms board) there, 

your D&D group has more or fewer than five players, 
consider adjusting the encounter to compensate. For each 
character above or below five. add or subtract monsters 
‘worth about 20% of the encounter’ total XP budget. For 
example, in room 3 you could add an additional gray wolf 
Aon bave six players at your table. you add monsters 
inthis may you shoul also add extra treasure parcels as 
described in the Dungeon Masters Guide. 

You can also flesh ou tbe encounters more fally or 
rebuild them to sult the tastes of your group. In room 11. 
för example. the PCs might engage in a skill challenge 
wili Harecl Vaar before the doors start opening and battle 
begins: You could add some needlelang drake swarms to 
room 7. reducing the number of spiretop drakes to com 
pensate The PCs might be able ta explore room 2 without 
û fight- or even get the undead to work for hem if they're 
able 1o impersonate citizens of that ancient empire and 
fil the deathlock і 


WHERE Do WE Go FROM 

НЕКЕ? 

Treasure of Talon Pass contains а тибет of threads that 

lead to further adventures. For example: 

B Tbe ores in the dungeon might not comprise the entire 

Night mercenaries group The surviving Nis 
want to avenge their fallen commas and are 

capable af arriving at exactly the most Inconvenient 
moment for the PCs 

4 The Jude Chale could ave 
beyond sn 
ancien ritual. a minor artifact, or even the ене fra 
host (malevolent erg 

4 The PCs could earn more about the anc 
nile dungeon In the first place Faure dungeons 
could have similar layouts. traps, and decorative detalls 
You can ll whole campaign around be notion fa 
remnant rylng to revive chat ancient mpi ог merely 
ince another ancient rites later and тай för your 
players to say, "Hey, didn't that fortress near Talon Pass 
tae escort dar" 

+ Somewhere out there: Skatharilarn has relatives. 
An angry parent or sibling couk seek a measure of 
vengeance against the PCs that killed the dragon. Aher 

fy. PCs who bring Skatharilarnis brad back to 

‘lation might find gainful employment when word 

Spreads that they're capable of facing down a dragon 

feren a young one) in its bi 


New MAGIC ITEM 


‘Bearing single dragon cas necklace гр so acts 
‘andres urne will 

lOO 
Tem Slot: Neck 
Enhancement Fortitude: Reflex, ond Wi 
Property: Cain +1 пет bonus to damage roli when you have 
combat advange: 
Power (Daly Minor Acton Url the end ol the encounter 
any atre that his you witha mele attack aes 140 
damage. 


Names _ Gander 


Asad you share many quits wth ehe ar and rock of 
dependable. As 


ou mountain home. You ane strong, han av 
“Дуне, your to defen your allies You are brawe oy 
and devoted to he canse of goodness 


m 

oo ج‎ 

воой 18 

poco 
Surge Valve 9 

Initiative 42 — Action Points 


Dirissts 
АС Fortitude Reflex WIN 


з 6 n зз 
ATTACKS 
“Melee Basic Attack: +8 (maul) Damage: 246 + 6 


Ranged Basic Attack: (dagger) Damage 104 = 1 


ATWi Powers 


Yon тс ner йин doane rto oni 
Will + Martial, Weapon 

Standard Action Melee weapon 

Target: One creature 

Acide See AC 

Hic 246 + 6 damage: and am enemy adjacent to you takes 3 


damage 


"Yc your hing tas wh wie jabs ал! mall 
fang os that tp doi our ener dese 

“AL WI Martial, Weapon 

Standard Action 

Target: One creatum 
Atte +8 vs AC 

Hit 206 + 6 damage. 

Mis 3 damage. 


Melee weapon 


ENCOUNTER POWER. 
Spinning Sweep 
spor beneath pour oem guard ий а long. powerful ct 
cra en secu lag hg his instant late o knock lin 
ead vend 
Encounter + Martial, Weapon 
Standard Action Melee weapon 
Target One creature 
Аш +8 ve AC 
ie 186 + damage, and you knock the target prone. 


Dany Powers 


Tou shater armor and bone with a ringing Wow 
Doily + Martial, Reliable, Weapon 
Standard Action Melo weapon 
Target: One creature 

ack: idv. AC 


Hic 646 + 6 damage. 
Miss You der exped the use ofthis power 


Бім et pour adrenaline тус алу ум оці he bu 
Dally + Healing, Martial 

Minor Action Persona 

fcc You gan 246-3 temporary tps 


RACIAL TRAITS 
Height: в" — Weight: 2001, Size: Medium 
Speed 5 squares Vision: Lom light 

guages: Common, Dwarven 


Alignment: 


Skill onus: +2 Dangeoneering, +2 Endurance (already 
included), 
ist Iron Stomach: 
gaint pobon. 
Dwarven Resilience: You can use your second wind asa 
Vd Your Gro 
through a ull, a push or 
less than the licct specifies. 
n addition, when an attack would knock you prone 
you can make an Immediate saving throw o vod fll. 
ing prone. 


+5 racial bonus to saving throws: 


hen an effect forces you to move 
ide you move I square 


su 


Class тики. 
Combat Challenge: Every time you attack an enemy 
‘whether that attack his or misses. you can choose to 
mark that target. The mak lasts ший the end of your 
next turn. While a target is marked. it takes a 2 pen 
ly to attack rolls för any attack that doesn't include 
ou as a target. А creature can be subject to only one 
that was 


ack Дайе. Ааттара 
already in place. 

In addition, whenever a marked enemy that is 
adjacent to you shifts or makes an attack that does not 
include you, you can nale à mélee bai нар 
that enemy as an immediate interrupt 

Combat Superiority: You уди a +2 bonus io opportunity 
attacks. 

Fighter Weapon Telent: You рин a +1 bonus i attack 
rolls when using two handed weapons already 
included) 


Fars 

Power Attack: When making a mele attack you can 
take a 2 penalty to the attack roll. I be attack hit you 
gain a 13 bonus to the damage roll. 

Dwarven Weapon Training: Yo galn a +2 
Чо damage rolls with axes and hammers (such as your 
mai). 


Se E 
Con 16 Е 
Den E 
cro a 
Ws ә 
сыт E 


Diplomacy (Cha) 
Dongeoneering (Wis) 
Endurance (Con) Yes 
Heal Wis) 

History (ln) 

Insight (Wis) 

intimidate (Cha) Yee 
Nature (Wis) 


Gear 
Armor: +1 magi scale mall (soc belon). 
Weapon: (1 resounding maul kec below), daggers (5), Your 
‘daggers have a range of 5/10 as thrown weapons, 
Adventurer's Kit This kit includes: a backpack. ed 
roll, flint and steel, a belt pouch, two sunrods. ten days 
worth of irail ration, 50 feet ofhempen op 
raters, 


Gold: 10 gp 
As of bade yet чне enchant armor 
мт st 36080 


Enhancement AC (already п) 


iunii pl sounds when й i din i tune. 

ы? э юр 

Enhancement Attack rol and damage rolls (already included) 

Chica 146 thunder damage 

Power (Dallyk Fee Action, Use this power when you it with 
the weapon. The target Is dazed antl the endo youe nent 


Names — Gender. 
As a halfling, you are recul and own för our quick. 
‘ean steady nerves As a rogue, your jobs to dart in and 
Дай тыме damage, and use your skills to aid your ales as 


ГЕН 
Hit Points 30 
Blooded 15 

Healing Surges per Day 7 
Healing Surge Valve 7 
ро 257 Action Points 


Drrenses 
АС Fortitude Reflex WIL 
[m "LN 
ATTACKS 


Melee Baie Attack: +7 (dagger) Damage: 144 +2 
Ranged Basic Attacke 110 (dagger) Damage 14A + 5 
Ranged Basie Attack: 17 (hand crossbow) Damage: 106 +4 


Ar Wi. POWERS 
Deft Strike 
"Ringe brings you iro on deepest. 
ALWIN Mortal, Weapon 
Standard Action 
Target One creature 
Special You can mave 2 squares before the attack, 
Aade 210 vs. AC dagger ог+ vs. AC (hand crossbow) 
i 194 + S damage (dager) or 146 + 4 damage (hand 
тм 


Rogue Attack 1 


Mele or Ranged weapon 


cing шты! ass бе ery forget he blade ar us 
var 
AE Wil + Martial, Weapon 
Standard Action Mele or Ranged weapon 
Target: One creature 

Ble 110 va AC lager or 17 v AC (hand robo) 
f 14 + В damage (dager) or 16 + 7 damage (hand 
кіно 


Encounter Powers 


"Ae sonde and а shone place fhe enemy ea where ye 
чөй. 

Encounter + Martial, Weapon, 

Standard Action Mele weapon 

Target: One creature 

мш +10 ve Wi 

Mi 20 + 5 damage, and you con side the target 3 squares 


Second Chance 


Tack and sal ster combine to wek èn your jar as de 
sour enemy’ atack. 


Immediate Interrupt Personal 

Tic When an attack hits you. foree an enemy to roll the 
stack goin mieh a 2 penalty The enemy uses the second 
Til even E i's ower 


ie out of har way dadging the opportuna 
sor ene 


адзеў 


Encounter + Martial 
Move Action personal 
Effect: You can shift 3 squares- 


Dany Power 


Th a series of fens ani iyo maneuver ou för rt 
where wi 
Dally + Martial, Weapon. 
Standard Act 
Target: One crete 
Аа ТОУ AC (dager) v AC (hand crossbow) 
Nit 1064 5 damage ge) or 146 + 4 damage (hund 
"тоні and you can se the target I square. 
fece Un и end ol the encounter each time you hi the 
target you can slide t T square. 


Melee or Ranged weapon 


RACIAL TRAITS 
Height 4 O" Weight 85 Ib. 
Speed: 6 squares Vision: Normal 
Languages: Common, Goblin 


Sion: Small 
Alignment: Good 


Skill Bon 
neluded), 

Bold: 5 racial bonus to saving throws against car, 
Nimble Reaction: +2 racial bonus to AC against oppor: 
tunity attacks, (Your total bonus i +5 due to Artful 

Dodger) 


ленди», 12 Thievery (al 


Class FIATURES 

‘Artful Dodger: You galna +3 bonus to AC og 
"unity tacks. (Your total bors i 
Reaction) 

First Strikes At the start of an encounter, you have combat 

ge against any creatures that have not yet acted 

in the encounter. 

Rogue Weapon Talent: You gain a +1 bonus to attack 
ll when using a dagger (already iced 

Sneak Attack: Once per round. when you have combat 
advantage agains n пе and are using a light blade 
a crossbow, or a sling, your attack against that enemy 
desks an additional +248 points of damage 


КУ 


Feats 

Backstabber: The extra damage dice from your Sneak 
‘Atak elas Feature increases rom desto 8 (already 
Included, 

Halfling Agility: Whes you use your ballliög second 
chance racial feature. the attacker takes a 2 penalty to 
the new attack roll (already included). 


Gear 

Magie Item: +1 атша of protection (see below. 

Armor: Leather, 

Weapon: 1 vicious dagger ee below), daggers (10), hand 
crossbow; bolts (20). Your daggers have a range of 5/10 
as thrown weapons (Your +1 ious dagger automati 
cally returns to yonr hand after you throw it) Your 
hand crossbow has a range of 10/20. 

‘Adventurers Kit This kir Includes: а backpack, a bed 
rol Пин and steel, a belt pouch, two sunrods, ten 
worth of tral rations, 50 feet of hempen rope, and a 
чату 

Thieves Tools: То use the Thievery skill properly you 
‘ned the riglu pleks and pries, skeleton keys, clamps, 
and so on. Thieves tools grant a 42 bonus to Thievery 
checks to open a lock or disarm a trap. 

Gold: 25 gp 


E тн 


Tem Slot: Neck 
Enhancement fortiude, Reflex, and WAI (already included) 


закін lo dl werk ps dei p 
М2 1 уюш 

Enhancement Attack oll and damage ой already included) 
Chak 11012 domage” 


cay 
p 

p 

mn 

К] 

p 

EXIST E Modifier 
Acrobatics бен E 
Arcana n a 
Athletics (Ste) а 
высы хе э 
Diplomacy (Cha) E 
Dongeoneering Wis) a 
Endurance (Con) 3m 
Heal (Wis) ^ 
History (ln) ^ 
Insight (Wis) E © 
intimidate (Cha) E 
Nature (Wis) я 
Perception Wisi Yes 
Religion nt) E 
Stealth (Der) E 
Streetwise (Cho) E 
Thievery (Dexl = x 


HUMAN WIZARD 


Name: Gender 
As a human, you are фс and rad You are noting ot 
adaptable. As a wizard, you channel arcane forces to exert om 
trl that hinders foes or blasts them inte oblivion. Magi your 
storm 

m 

Hit Points 27 

Blooded 13 

Healing Surges per Day 7 - зет 
Healing Surge Value 6 

Initiative 4] — ActonPoims.- 

ритми 

АС Fortitude Reflex Wil 

ої 4 

ATTACKS 


Mole Basie Attack: 4 (quarterstaff) — Damage 148 + 1 
Ranged Basic Attack: +6 (magic missile) Damage: 244 + 3 


ATWILL Powrgs. 


‘Ghost Sound Wizard tri 

Wiha wink yow о ил оку und би «тыг fm 

оте бак 

АМ ¢ Arcane, Illusion 

Standard Action Ranged 10 

Target: One object or umoccupied square 

fect: You cause a sound s quiet asa whisper or as loud as 
вро Плесо iom ihe aet. 
you whisper. you can whisper quietly enough that oly 
Creatures adjacent o the target can her your wordt. 


With wr hand va case igi 

He pe vor afr upon me Wr o a nay qu 

‘ALWIL + Arcane 

Minor Action Ranged 5 

oreet One abject or unoccupied square 
Effect: You couse the target ta shed ht gh that е 
tue’ square and aliquae ain are o The 
Tight Lases б 5 minutes. Pingo a ean, 
Spell You can have oly one gh car active at a time. I 
ov create a new light our revo сам ра out 


Magic Missile Wizard Attack 1 
You baneh a hey bolt of foree at an nem 

ACWIL мс 

Standard Action 

Target: One creature 
Attack +6 vs Reflex 

Hit 204 + 5 force damage. 

Special: Та power can be uted to make ranged basic attacks. 


"Alster cl nf wit ssa to poar age 

ACW ¢ Arcane, Cold, Implement 

Standard Action Ranged 10 

Target One creature 

Attack: +6 vs Forte 

Fr 15 + 5 со damage, andthe target slowed wt the 
end of oar nent turn. 


Scorching Burst Wizard Attack I 
era cl f golden flames бить й. 

AUWA + Arcane, Fire, Implement 

Standard Action "rea nt within 10 squares 
Target Cach creature in burs 

Attacks +6 vs Rolex 

Wie 106 f damage. 


Encounter Powers. 


и 
Voie meme 
EP 

а 


ay اش‎ 
EA 
EU 
copre qué 
Rc or. 
Шы 


Ranged 10 


Dany Powers: 
‘Acid Arrow "Ward Attack I 
m 
nd barse a spray feng acid 
Doily + Acid, Arcane, Implement 
Standard Action Ranged 20 
Primary Target: One creature 
‘tack + Reflex 
HIE ROE 5А damage, and ongoing 5 acid damage (ave 
‘ends Make a secondary atc. 
Secondary Target Fach creature adjacent vo the primary target 
‘Secondary Mick 6v Reflex 
"it 108 5 add damage, and ongoing 5 acid damage (save 
nds. 

Miss: Hall damage, and ongoing з damage to primary 
target awe ends), and o secondary attack 


Sleep wi 
You exert wl agai sou fooling оті бетт 
kd of таа warns 

Daily + Arcane Implement, Sleep 

Standard Action “area burst 2 within 20 squares 
Torget Each creature in burst 

Atc +6 vs. WII 

Hit The target slowed (save епн Ifthe target биз tint 
ing rr the target fall sleep (save ende 

Misse The target i owed (save ende 


Expeditious Retreat [mm 


Nour form bars as ache from he alii 


Dally Arcane 
Move Action Personal 
fc: Shi о тсе your sped 


RACIAL TRAITS 
Height: GO Weight 1801. Si 
‘Speed: 6 squares Vision: Normal 

Languages: Common. Draconic 


Medium 


- 


Aligamen 


Human Bonuses: One extra at will power, feat, trained 
skill, + Forte, Reflex, and WII defenses (already 
included). 


CLASS FEATURES. 

Spellbook: Your spellbook holds your daily attack spells 
and your чну spells. After an extended rest. prepare 
чик of your two dally attack spells fachi arrow or slep) 
and onc of your two utility spells край retreat or 
Jump) tome for that lay 

Wand of Accuracy (Implement Masters) Once per 
анне axa reaction. you pala +2 has ange 
attack roll against one target when using your wand 


Fars 
‘Action Surge: You gain a +3 bons to attack rolls you 
make during any action you gained by spending an 


action poii 


Sem " 


Con 13 2 
pe з 

mes 5 

Wien а 

a10 a 

Sialis (abiiy) Tran Modifier 
его De) ко 
Arcana о ve мо 
Aretes) ^ 
Bluff (Cha) л 
Diplomacy (Cha) а 
Dungsoneering Wi) Yes a 
Endurance (Con) я 
Heal Wis) а 
History ind = 
sight (Wis) а 
О я 
Nature (Wis) Yes B 
Perception (Wi) x 
Religion t Yes EJ 
stealth (Der) з 
Streetwise (Cha) ^ 
Thievery Dex) з 


Improved Initiative: You pin a +4 bonus to tdv: 
Cheeks (already included). 

Human Perseverance: You gain a + 
pen 


st saving 


Gran 

Magic Items: +1 magic wand +1 oak of resistance (see 
below). 

mor: None. 

Quarters: 

rers Kit This ki includes: a backpack, a bed: 

roll. flint and steel, a belt pouch, two sunrods, ten days 
worth of tral rations, 50 feet of hempen rope and a 
raters, 

Spellbook 

Gold 2 gp 


A buske wand, enchanted as e chomel rane ve 
мт эт оу 

Enhancement: Attack toll and damage rolls already ded) 
Cota: 116 damage 


тк тик hemmed dock can be aie 1 provide minor 
bance alata. 

М2 1 52080 

Enhancement: Foritude. lex ond Wil (already ім 
Power Daly Minor Action. Goin sit oll damage wt 
the start of your next um, 


HALF-ELF CLERIC 


Names Gender 
As a half lf you combine the het features of ou human and 
heritage. You are charismatic and confident As a dre yu 
tse your prayers to heal and bolster your allies. 


m 
Wit Points 31 = 
Bloodied 15 

Healing Surges per Day 9. 

Healing Surge Valve 7 

Initiative +1 Action Point 

Derensts 

АС — Fortitude Reflex WIN 

woo m ow 

ATTACKS 


Melee Basie Attack: +6 (nace) Damages 148 +2 
Ranged Basic Attack: +3 crossbow), Damage: dS 


Ar Wi. Fowrgs. 


Lance of Faith "Cere Attack 1 

Ain nar of light че у foe iden radiance. Spar 

eref inger arn she target. dig у tc 

‘Ae Wi + Divine, Implement, Radiant 

Standard Action Ranged S 

Кз 

Hic 143 3 radiant damage. and one aly you can see ans 
id power bom vo ha next йб ogi he и. 


Sec igh hie fmm searing a single enemy wih n 

rane wl the same ime aiding ally wih shee 

төт 

AE WI e Dine, Implement, Rad 

Standard Action Ranged 

Target: One reste 

Attack v4 vs Reflex 

тав 3 radiant damage, and one aly you can see chooses 
her to pln temporary М ропи equal 10 your Charme 
‘ier one hall your levet or to make avi row, 


ENCOUNTER POWERS 
"Channel Divinity: Armor of Bahamut Feat Power 
Ти ys yow or a fiend from destin ит 
Spec You can ше only one of your three Channel Су 

powers in any single сс 
Immediate rupi Каі, 
“Tigger An enemy scores teal hit оп you or an ally 
Elec Turn cea bit ру oram aly within range. 
Iota a normal it 


Idh fe perl rrr a perl boom 

Encounter + Divine 

Special: You can une ону one of your the Channel Divinity 
powers In any single encounter 

Free Action Personal 

Effect: You gi bonus to your пек attack roll or saving 
throw bear the end ol your next turn. 


Channel Turn Undead 

ner ead fors, push hem back and 

Encounter + Divine, Implement, Radiant 

Special You can une only one of your three Channel му 
power any single encounter 

Standard Action ‘Close bust? 

Targen Each undead creature In bunt 

täcke rA ve WII 

Wie 1410 1 radiant damage, and you can push the target 
‘squares The target нні unl the end of ou 

Mis Hall damage and the target Is not pushed or 
помош 


I 


Healing St 

[Um 

ener poer de bestows ren nh form f ha 

för son or one of sour alle. 

Encounter + Divine, Healing, Radiant Weapon 

Standard Action Melee weapon 

Target One creature 

Attack +5 vs, AC 

ot 248 + 7 dict damage and е target is marked une 
the end of your nent turn In addon, yov or one ally within 
5 Squares ok you can spend a healing sure Add 3 to the 
number of hit poles gained from the healing surge. 


o 


SS a e fr egr. 

поли earal me 

Encounter (Special) + Divine, Healing 

Special: You tan use dhis power tice per encounter but only 

Target You or one aliy 

{lect The target can spend a healing sure and regn an 
‘aldol Ido 3 hit points. 


pe 


Dany Powrns. 

"Beacon of Hope E 

bunt f Dune eneng hum yr foes and hesle our alles 

Daily + Divine, Healing, Implem 

Standard Action oe bunt 3 

Target tach enemy In burst 

Attack +4 vs. WII 

Ни: The reci weakened unt the end of its nent tum. 

fct You and all your alles In the Durs roa ht pont 
spice, neg pase one pes 


Cure Light Wounds Cleric tliy 2 


You ter inp prayer a gain he ower to а heat 
хіх and your touch тах sie son or tado 


Attack I 


“ate adi reir 
Dally + Divine, Healing. 
Standard Action Mele touch 


Target: You or one creature 

[Bec The target opine points as f it had spent a heat 
Ing surge, Add 3 tothe number od hit points gained from 
De 


RACIAL TRAITS 
Height: 11" Weight 160 Ib. Size 
Speed: 5 squares Vis 

Languages: Common. Draconic, Flven 
ligament: Ган Good. 


Medium 


Liga 


Skill Bonus: 12 Diplomacy +2 Insight (already included). 
Group Diplomacy: You grant allies within 10 squares of 
Soi + касі nns to Diplomacy checks, 


Ciass FEATURES 

Healers Lore: When you grant healing with one of oar 
ere powers that has the Healing keyword. add 3 to 
the пт of restored hit point (already included), 


Fars 
Channel Divinity: Armor of Bahamut: You can Invoke 
the power of your deity touse the armor of Bahamut 

power 

Group Insight You grant allies within 10 squares ef 
Sota racial onus to Insight checks and nitate 
pert 


Ability Scores Check Modifier 


EX а 
бела з 

Dect st 

inco a 

wists: ча 

a16 ^ 

Dar золю 
Arcana at Yes Н 
Athletics (Str) E 
Bluff (Cha) з 
Diplomacy (Cha) E 
Dungeoneering (Wis з 
Endurance (Con) я 
Heal (wis) Yes О 
History On) Yes E 
insight (Wis) a 
Foci (ha) E 
Nature Wis) з 
Perception (Wis) з 
Religion Ant) Yes 5 
‘Stealth (ред = 
Streetwise (Cha) Ej 
Thievery (De) ^o 
Gra 


Armor: +1 dwarven chainmail (see below). 

Weapon: +1 magic mare (see elo) crossbow, bolts 20). 
Your crossbow has a range of 15/30, 

Adventurers КИ: This kit includes: a backpack. bed 
oll, flint and steel, abet pouch, wo sunrods. ten days 
‘worth of tral rations, 50 feet of hempen rope, and a 
wea 

Holy symbol of Bahamı 

Gold: 10 gp 


‘Dwarven Chainmail pn 

‘Cy e o der morem thie armor wa once n 

lle dares though тте some иттей wil vata 

fer haee can pay eri 

м 1 ыр 

Enhancement: AC (already Included) 

Propet: Cain an йеп bonus to Endurance checks equal to 
the amor enhancement Мой included), 

Power Daly * Healing re Action, Regn t points a I 
you had spent healing surge 


Level 1 


‘Ric nant weapon. 
ыз st 36080 

Enhancement Attack lt and damage roli (already included) 
Critical +106 damage 


DRAGONBORN PALADIN 


Names Gender; 
As а dragonborn, you have dedicated your to honor and he 
тизиш of сис, As a paladin, you are a divine warrior com 
mi the cause of ian goodness, 

Level? 

ни Points 33 

Bloodied 16 


Devensts 
AC Fortitude Reflex Wil 
T4 um e 
ATTACKS: 


Melee Basie Attack: +9 longsword) Damage: 148- 5 
Ranged Basie Attack +7 (javelin) Damage: 146 + 4 


Arwar Powrrs 


Divine Challenge Paladin Feature 

‘ou boldir confront a nearly тот searing tä диле Бун 1 
it ignores your challenge. 

AEWA + Divine, Radiant 

Minor Action love bist 5 
босамас 

Effect: You mark the target Ht remains marked nt you we 
ths power against another target, or yo о engage 
(he target (see below, А creature can be subject ta only 
One markat a Ume A new mark supersedes a mark tat 
Wat already in place. 

While a target Is marked, I takes a 2 penal to atc 
rao any attack that doesn't ince you a target 
Atlas б radiant damage the fest me makes an 
attack that does ince you as target before the start. 
уми nene tum. 

‘On war turn. you must engage the target you c 
lenge or challenge a dierent aret o engage the targ. 
уш must ether attach tor end our acento 1 
Ione f thee events occur by the end of улу tar the 
‘nated condones and you cant use Divine Challenge 
куми nent tum. 

You can use Dine Challenge once per turn. 


Holy Strike Paladin Attack I 


Von strike ту wh wur weapon, кн тигс whale 
ше 


AUW ¢ Divine, Radiant. Weapon 

Standard Action Melee weapon 

Target: One crete 

он 

HME 1A + ant damage. you marked he target. you 
Өз шшш e deii 


ім ding och і heals und 


“AW Special) + Divine, Healing 

Special: You can use this power once per day 

Minor Action Mele touch 

Target: One creature 

Effect: You spend a helin surge but regain no t pol. 
Instead, the target regains а poins ef had spent a 
eng surge. You must have at least one healing soe 
remaining to use ths power. 


Valiant Strike Paladio Attack I 
AS you bring sor man to bear te ols aga vo add 
лози aac 

ACWIL + Divine, Weapon 
Standard Action 

Target: One centur 
Attack: 9.1 per enemy adjacent 1o you АС 
We 18 5 damage. 


Malee weapon 


Encounter Powrrs 


Channel Divinity: Divine Mettle Paladin Feature 

Your owe fad our Фу ето u nearby estar 

veia dea aien. 

Encounter + Divine 

Special You can use only one of your two Channel у 
powers In any single encounter, 

Minor Action ose burst 10 

Torget: One creature In burst 

ect The target makes a saving throw with a +3 bonus 


‘Channel Divinity: Divine Strength Paladin Feature 

€——— mrs 

‘Speci You cantu only one of your two Channel у 
rever in any ange secu: 

Minor Action Personal 

fc Apply your Strength ін a extra damage ов 
You нед attack hl tum. 


Dragon Breath 
Ås one оеп и mouth іа roar the deadly ower of wur n 
іс о fro engulf our foe 

Encounter + Acid, Cold. Fire, Lightning, or Polson 

Minor Aetion Close biast $ 

Targets: AN creature in area 

Ке 

Mir 146 2 damage: 


Radiant Smite Paladin Attack I 


Nour weapon glows witha pearly luminescence, Enemies shrink 
Jr is pare igh. gel eme of penal enl ch ae 
‘evens ond dev 

Encounter + Divine, Radiant, Weapon 

Standard Action Male weapon 

get Due tatus. 

Attack 19 C 

För 28 + 8 radiant damage. 


Dany Powers 


Paladin's Judgment 

Your mede апд рус enemy and heals am alle 

Daily + Divine, Healing, Weapon. 

Standard Action Meles weapon 

Target: One creature 

Aic 33v. NC 

Hi 35 + 5 damage. and one aly within 5 squares fou 
Go spend a healing чүс. 

Mes One aby win qure roa cm spend a healing rg 


You tep ише анана made against an adjacent ly 
ому» Divine 

Immediate Interrupt Close burst 1 

Trigger: An adjacent ally le hit by a melee or a ranged attack 
Efect: You are һи by he atack stead. 


Paladin Attack I 


RACIAL TRAITS 
Медна б Weight: 260 Size: Medium 
Speed: 5 squares Vision: Normal 

Languages: Common, Draconic 

Alignment: Lawful Good 


Skill Bonus: +2 History, +2 Intimidate (already included). 

Dragonborn Fury: When you're bloodied, you gain a +1 
racial bonus to ато 

Heritage: Your healing surge value is equal to 

"oe quarter of your maximum hit points * your Const 

"tion modifier (already included) 


Drac 


ГАыйну Scores Check Modifler 


Ex "s 
E а 

бело. я 

mn a 

Wists за 

p 

Skills (Abily) тейлей Moder 
Acrobatics (Den) $ 
Arcana lint) a 
Athletics (St E 
ынсы) E 
Diplomacy (Cha) ^ 
Dungeoneering Wis) а 
Endurance (Con) Yes з 
Heal Wie) Yes 7 
History nd, з 
а 
intimidate (Cha) Yes m 
Nature (Win) 2 
Perception (Wi а 
Religion йт) = ^ 
‘Stealth (реў 3 
Streetwise (Cha) B 
Thievery (Dex) 3 


Fears 

Healing Hands: When yon use the lay on hunds power, 
‘the target heals extra damage equal to your Charisma: 
modifier (already included). 

Enlarged Dragon Breath: When you use dragon breath, 
von can make it blast 5 instead of blast 3. 


GEAR 

Magic em: Belt of igor see below). 

Armor: Plate armor, heavy shield. 

‘Weapon: +1 magic longsword (see below) javelins (9. Your 
javelins have a range of 10/20, 

Adventurer's Kit: This kit includes: a backpack, a be 
oll, flint and steel, a belt pouch, two sunrods. ten days 
‘worth of tall rations, 50 feet of hempen rope, and a 
waterskin. 

Holy symbol of Bahamut 

Golds 5 gp 


Ths chat metet impres cea abs 
2 520 


Property: You gin a +1 Hem bonus to your healing surge valve 
ready cade 


| Magic Longsword з | 


Atos encanto weapon. 
wi on хор 

Enhancement Attack ral and damage rols (already Included) 
Ct 136 damage 


The lest game of chance preferred by 
DED dere of ll es nd lee 


‘Three Dragon Ante”is п fast paced non collectable 
өйүне er in pn oil 

биши; within the D&D gore world. Three Drogen Anto 
con be played es o stand-alone card geme when theres 
enough tee н о fal edged DED venture, or со be 
played es part o o rolupleyieg campaign, where o character's 
Stn oin eo ino 


Go drank. On ewan, 


thet ad piri des 
afk tse wing bord orsa ої о ndn. 
born’ bock eo nd dois tho every ри 
Wome cod aris ove brawling expo 
(hone ae, le sone eas with ун ed, 
ond soe st stg in Ba gr 


Make Your Party Even Better 
with the Help of Another PC 


\ 


RACE FOR THE 
JADE CHALICE 


You and your comrades must delve into the ruins 
beneath Talon Pass in search of a fabled j 

d he chalice still guarded, but 
you aren't the only ones after it! 
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